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IN THE NEWS I There have been a number of 


items about Astrocade in the press. The first 
was the Don Dorfman column of October 14, which 
cast some gloom on Astrocade fortunes. A few 
days later, Nitron had a retease saying they 
were thinking of buying Astrocade, and then on 
October 13, there was a second release saying 
that they had made the arrangements to buy a 
controlling interest. Our contact with Nitron 


recentiy indicates that they are studying their 


Position and are not ready to make any 
statements as to plans. Of course, they have to 
sel! all their products to recoup the moneys 
expended and borrowed, so the Arcade and 
Videocade production has to be maintained. The 


diehards have has to do 

memory long promised by Arcade 
The System can be described 
currently as at a “T - 3 months and holding". 
situation. Copies of the news items mentioned 
above will be found on page 3. 


question we hard-core 
with the added 
management. 


IN THE NEWS II At the consumer level, the press 


for the Arcade has. been exceptionally good 
recently. Reviews of Videocades in VIDEOGAMING 
and ELECTRONIC GAMES magazines of Wizard and 
Pirate’s Chase - an excellent appraisal in 
CONSUMER REPORTS publication - and even our 
local paper had some good words. (It was an 
interview with Arnie Katz of Electronic Games, 


where he was talking about three levels of 
memory”sophistication. His comment follows. 


A second system, Astrocade, dramatically il- 
lustrates the fervor of video game players. 
According to Katz, Bally Midway, the arcade 
game company, launched the Astrocade home 
system a few years ago, then withdrew it in 
the face of stiff competition. But the faithfuls 
who owned and loved the home systems 
wouldn’t stand for that. They actually de- 
signed new games for Astrocade in order to 
keep it alive! And finally, a new company 
(Astrocade, Inc.) emerged, bought Bally’s 
rights and put the system back on the market 
at about $200. Asks Katz: “Can you think 


of any other retail industry where that would happen?” A new 
system, due on the market before Christmas, overlaps from Level 
II into Level I. ' 

Note that 
subscribers 


mentioned ore our 
and advertisers. And one of our 
odvertisers, Alternative Engineering, has had a 
mention in the current CREATIVE COMPUTING New 
Products section (p.352) ; 


the *° faithfuls’ 


FLUINNY LETTERS IN LISTINGS Because of some 
peculiarities of the signals going from my 
Arcade to my printer, some symbols do not appear 
at the printhead. As a result, you will see 
some lower-case letters now and then. We are 
attempting to hand-correct these in this Volume, 
but I’m sure there will be some slip-ups, or a 
program from an outside contributor may have the 
same ’problem’. At any rate, here are the 
codes: 
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INPUTS NEEDED We are always in need of program 


material - of all types. We can pub! ish |onger 
programs for the use of subscribers with 
axtended memories now, so lets see something 


comp! icated! 

USER GROUP CORNER It is very advantageous 
for the new Arcade owner to join a User Group in 
his area should one exist. The Opportunity to 
ask questions and abtain information can be 
invaluable. A small mumber have been created 
over the years, and we would like to further the 
cause of such mutual benefit societies by 
providing an area in the ARCADIAN to identify 
existing and proposed groups. A list of persons 
interested in forming a User Group in their 
respective locales is appended. If you want 
information about starting your own Group, send 
a $2 donation to Peggy Gladden, S948@ Nine Mile 


Rd., South Lyon, MI 48178 and receive some 
material the Michigan Astrobugs put together. 
The Bugs will have @ meeting on Nov 14 - cal! 
437-3984 for details. 

The Los Angeles group wil! have another meeting 
on Nov. 13 in El Monte - call Mark at 443-4189 
Frank Gfelner Timber Route Box 188, Vernonia, 
OR 97864 

Barbara Vann 4129 Lynn Burke Rd., Monrovia, MD 
21778 

Jim Fauci 1268 Sapphire S.W., Albuquerque, NM 
871865 


Jerry Mullins 5868 Dogwood Godfrey, IL 62835 


Red Anderson Rte 1, Box 7A Blomkest, MN 
56216 
Bob Wood 11906 Warden fve., Scarborough, 


Ontario, MIR 2P6 Can 


Jim Butts, 322 Roxbury Rd., New Britain, CT 
@6853 

R. Miller 9951 Tennyson Westminster CO 
88830 

Larry Fuglaar, 2336 Alex Korman Blvd., 
Harvey, LA 70858 

Pat Wilson 441 Parkside Dr., Troy, IL 62294 


TROUBLE SHOOTER We have occasional need for a 
program trouble-shooter. This would be a person 
who would receive some subscriber’s tape af a 
published program - one that doesn’t work for: 
the subscriber - and resolve the problem. 
Perhaps some explanation of the solution that 
could be entered in the ARCADIAN, that would 
‘help others, couid be generated. If interested, 
let me know. 

SCHEDULE FOR ARCADIAN PRODUCTION for the next 
‘year has been set. The last doy for the receipt 


of any moterials is the Tuesday that falls 
between the 17 and 24 of the month. The issue 
will be in the mail 18 days later, a Friday. 
This schedule allows a couple of days to 
accommodate the Postal Service’s requirements 
for bundling of mail by various zip codes and 
the weird calculations needed to determine the 
postage. 
© R.Fabris 1982 
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Video game death could put supplier on ice 


THE EXPLODING video games industry could get 


its first major fatality: privately held Astrocade [for- 


merly Astrovision] of Columbus, Ohio. 

That could mean a potential bloodbath for investors 
in a hot over-the-counter number, Nitron Inc. of 
Cupertino, Calif. 

It could also prove to be a major embarrassment to 
Quaker Oats Co. 

Astrocade in August of ’80 acquired the rights to the 
home video game business of Bally Mfg. Co. for $2.3 
million; its most vital corporate tie is to Nitron, which 
has a $108 million contract to supply video game 
products to Astrocade in ’82 and ’83; $76 million of that 
amount is for next year. 

A robust market performer brought public by de- 
funct John Muir & Co. at $5 a share in ’80, Nitron is a 
semiconductor manufacturing spinoff from McDonnell 
Douglas, which in turn owns 22 percent of Nitron. The 


lion's share of Nitron’s growth, plus a significant. 


degree of its financial stability, strongly hinges on its 
ties to Astrocade. 

Nitron’s stock, after a run to $17.75, was trading at 
press time at around $13.50 in the over-the-counter 
market. 


THAT'S QUITE a fancy price tag, considering that 
the company has lost more than $1 million a year 
three years running [including a fiscal 81 loss of $3.4 
million on sales of $7.8 million] and has managed to 
eke out earnings of just 6 cents a share in the first nine 
months of fiscal ’82. In addition, the semiconductor 
industry is in the throes of a semi-depression. | 

Obviously, then, Wall Street is expecting big bucks 
from Nitron from the video game craze. ~~ 

Quaker Oats got into the act last May when it 
coughed up $3 million for a 13 percent interest in 
Astrocade [possibly with an eye toward acquiring it 
later]. The food company had an option to change its 
mind. which it subsequently did, and now it’s waiting 
for the return of the $3 million. 

Alas, that’s easier said than done. Astrocade used 
the money to retire part of its debt. More importantly, 
sources very close to the management of Astrocade. 


The reply from Nitron 


When contacted by the Mercury News late 
Wednesday, Nitron chairman Samuel Nissim re- 
jected criticisms leveled by columnist Dan Dorf- 
man. 


CHICAGO TRIBUNE . OCTOBER 14,1982 
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which is in hock for about $11 million, tell me that the 

nearly 2%-year-old company could be forced into 

bankruptcy in the next 45 days if it fails to get a fresh 

race sizable injection of new capital to finance the 
usiness. 


In response, Astrocade chief Roger Greenman tells 
me he just returned from London where he negotiated 
and hopes to conclude-an agreement by mid-November 
for a $6 million investment in the company. 


QUESTIONS ARE raised about the viability of the 
company even if he does get the money. Already, there 
are widespread fears of industry saturation. Competi- 
tion is stiff, and inroads into video game hardware by 
personal computers are likely. Then, too, there’s the 
need for advertising dollars to retain market share. 

The current Astrocade crisis is a far cry from the 
bullish talk the company was spouting about a year 
ago. At the time, its cocky management talked of ’81 
sales of upward of $15 million; they were actually 
around $9 million. Further, ’82 sales were projected to 
be at least $100 million, with net profit running around 
$10 million. Again, the estimates are high. One source 
figures Astrocade sales will be about $22 million this 
year, and he says profits, maybe, could reach $250,000. - 

The immediate question, though, is not the vigor of 
Astrocade’s business, but its ability to survive. As one 
source intimately involved in the company’s affairs 
put it: “‘There’s now a major question of whether 
Astrocade will be able to refinance...and if it 
doesn’t, it’s almost certainly goodbye.” 


_ THE WORD I GET is that Astrocade, basically. 
insolvent with a oe net worth of about $1 million, 
is unable to meet 

30, it owed Nitron about $2 million. On top of this, 
Nitron, which is now estimated to do roughly half of its- 
business with Astrocade, could be billing the ailin 
company for another $15 million for the products it wi 
have produced for the balance of this year. 

All of this raises an obviously critical question: Does 
Nitron, which has a negative net worth after factoring 
in the possible ee of its preferred shares, 
have the necessary cash flow to carry Astrocade on ¢ 
sustained basis? 

Sources close to Astrocade say no. ! 

What does Nitron have to say about its financial 
health? 

Nothing! Nitron chairman Sam Nissim, viewed by 
several Wall Streeters as a promoter and stock tout 
and usually eager to talk up his company, refused to 
respond to several calls. 


HOWEVER, A CLUE to Nitron’s financial stability 
se be found in an unsettling statement issued by its 
auditor, Arthur Young & Co. After examining the 
fiscal ’81 and ’82 balance sheets, the accounting firm 
cautioned that Nitron’s ability to continue as a going 
concern was dependent on a number of future develop- 
ments, including its ability to obtain sufficient working 
capital to finance continued operations. 

Despite the ominous clouds, Nitron’s stock boasts a 
super 40-plus price-earnings multiple, based on Street 
fiscal ’82 earnings estimates of around 30 cents a 


‘share. Considering that two giants in the video game 


field, Warner Communications and Mattel, sport re- 
spective multiples of only about 8 and 5, one has to 
marvel at tiny Nitron’s investment magic. If accorded 
the 8 multiple of a super earnings grower like War- 
ner’s, Nitron’s stock would be selling at $2.40 a share. 


It may well be, as one knowledgeable source on 
Nitron put it, that ‘‘sanity has never been a qualifica- 
tion of Wall Street investing, but where insanity is 
involved, it never lasts forever.” 


This is the official NITRON press release that 
is referred to in the article, lower left. 


Nissim confirmed that Astrocade owes Nitron $2 


million, but he said Nitron will be repaid “in full 
within 30 days.” 


Nissim said the money was not paid on time be- 
cause a badly needed cash infusion into Astrocade 
_was delayed. “I expect the infusion will occur short- 


ly,” Nissim said. 


In reacting to Dorfman’s reference to Nitron’s _ 
high price-earnings ratio, Nissim said, “Some semi- 


conductor companies in their formative stages 


have enjoyed high P-E ratios. We are in the semi- | 
conductor business, not the video games business. 


Nitron acquires control 


of ailing video games firm 


Semiconductor maker Nitron Inc. of Cupertino said 
Tuesday it has acquired a controlling interest in Astro- 


cade, an ailing video games firm. 


Financial terms were not disclosed, but Nitron said 
the deal involves an exchange of Nitron stock for stock 


of privately held Astrocade of Columbus, Ohio. 


Nitron is Astrocade’s largest supplier, providing 
game consoles and game cartridges to the firm. It was 


CUPERTINO, CALIFORNIA, OCTOBER 19, 1982... NITRON, INC. (NASDAQ:NITR), 


announced today that following additional 


discussions held in Chicago, 


Illinois, on Friday, October 15, 1982 an Agreement has been entered into 


whereby Nitron will acquire a controlling position in Astrocade in exchange 


for Nitron shares. 


Astrocade is a privately held company involved in the 


software development and marketing of home video consoles and video game 


cartridges. 


supplier of consoles and game cartridges for Astrocade. 


disclosed last week that Astrocade was having diffi- 


culty repaying $2 million it owed Nitron. The deal 
must be approved by certain creditors of Astrocade. 


The deal will involve a cash infusion into Astrocade 


from unidentified sources, Nitron said. 


In addition, Nitron said it has reached agreement to 
obtain additional short-term working capital depen- 
dent upon “certain banking accommodations ” to per- _ 
mit the firm to continue shipping video products to As- 


trocade through the current fiscal quarter. 


working capital dependent on certain banking accommodations to allow for 


current fisca: quarter. 


5 






finalization of the necessary documentation, 





Nitron is and has been since early this year the principal 


Astrocade is 


Nitron’s largest customer and a licensee of Bally Manufacturing Company. 
The terms agreed by the interested parties are subject to completion and 


approvals and conditions 


including employment incentives and approvals by certain creditors of 
Astrocade. The final agreement, as stated previously, will involve infusion 
of equity capital into Astrocade from other sources. 






Nitron has also reached agreement for obtaining additional short term 


substantial shipment of video game cartridges and consoles through the 
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PEOPLE WHO HAVE 
TG KELP MAKE IT WHAT IT IS TORY. THIS MONTH 
WE MOWLO LIKE YOU TO MEET MIKE PEACE. THE MAN 
BEHIND  “WAVEMAKERS". THE NUMBER ONE SOF THARE 
SUPPLIER FOR THE PRCADE 





ak 
WILL GE A REGULAR FEATURE IN 


WORKEOQ WITH THE ASTROCADE 


MIKE Hoe HE GOT INVOLYED WITH 
"HELL.» J WAS IN THE MARKET FOF 


THAT I COULD PLAY “SPACE I[N¥- 


ADRS" OM. SINCE | WAS RObICTEG To THAT GAME, 


BUYING THE ASTROCHDE. ¢ THEN 


PLAYING THE GAMES FR A WHILE 


BIT BORED WITH THEM. I Tok 
CARTRICGE AND STARTED PLAYING 
WOW!) YOU CRA AO TURLEY CHRMGE 


THE CLs with SIMPLY TYRIRG “boO="!! ANY 
OF Poll RNG. ITT BECAME AbOICT- 
AM OL Oo MPL ING ACE" GAME IN THE 


DECIDE TO WRITE A PRUGRAP 


THAT WOULD PLAY THE GAME. THAT WAS Wy! FIRST 
I WROTE "MAX-ROBOT" AND "HORSE 
RCE AND PECIDEO TO TRY GEFERING THEM FOF 
SALE 7 CONTACTED FREO CORNETT FIND BOB FASRIS 
Fit EWE uP SELLING ENOUGH Th JUSTIFY DOING 


DER Lad ESAs 





. Max (Robot from Space)/Horse Race 

. Clue/Flying Ace 

. Maze Race/Obstacle Course/Space Chase 
. Slot Machine/Perversion 

. Music Composer/Yahtzee 

. Mouse in the Hat/ Speed Math 

. Guitar Course/Tuning/Progressions 

. Backgammon/Obstacle Course Tournament 
. Pack-Rat/ Pack Rat II 

. Lookout for the Bull I & II 

. Whiz Quiz (Trivia) 

. Castle of Horror/Four Famous Freebees 
. Monkey Jump 

. Collision Course 

. Character Analysis 

016. 
*Al1 underlined games have been improved with either machine graphics or speedier routines. 


Dungeons of Dracula 
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ES 
MIKE. SIME THEN HAS PROGRESSED TO THE 

PORT CF HAYING (4 OFFFERENT TAPES AVAILABLE, 
ALL GF WHICH WECV¥E SEEN AND RECOMMEHD. AND HE 
1S PROGUCTANG HEM GAMES ALL THE TIME. I ASKED 
HIM bHAT HIS CRITERIA WAS For AAR TAG A GAME. 
AND HERE ARE SamME OF THE RULES HE FOLLOGHS: 

I-MUST BE ERSY TO PLAY. CNOT SO CUMPLICHTEL 
THAT IT TAKES MORE TINE To FIGURE Cut HO 
To PLAY THE GAME THA IT GOES TO PLAY IT. 3 

2-0 Secilo WOT GET FILLED RIGHT AWAY Se 

THAT ini JUST GET FRUSTRATED TRYING TO PLE 

SF Gb GANE SHULL HAYE TACREASING LEVELS 
CR PTFRGCUL TY. TO ebJuUST ITSELF To THE SKILL 
CF THE PLAYER. 

4-Th! Th Pal 9 GAME HAVE ONE TO FOUR PL ey 
Ef CARFREILITIES. SO THAT THE PLAYER BAS THE 
PHOICE. THERE HRE A LOY OF SINGLE FEOPLE viliT 
THERE THAT KAYE THE FBSTROCRDE THAT ca oT 
HeWE FINOTHER PLAYER ARIA | FILL TRE. TIME 


(NE THING WE CAN MENTION IS THAT PIKE HAS 
HST FINISHED MODIFYING SOME OF HIS OLDER 
GAMES 70 UPDATE THEM AND TMP ROWE THEM. THE 
GAMES THAT ARE UPGATED ARE: "HORSE RACE". 
"ELT MG ACE". "SLOT WACHIBE" "THE  PUSE TM 
THE HAT". "PACK RAT TE". AMO "CHSTLE OF 

HomeROR" TE PIE AS OE THESE IM THE 
KLOER VERSIONS. HE WILL UPDATE THER FOR $8. 8 
BACH IF Ol SEND Mim THE CLG TREE. MOTE-THESE 
HRE STRO BASIC ONLY VERSIONS 6 THE UPDATEC 





GAMES). $0 TF Stl GALS HAVE THE Got) BALL 
BaSIo. YO WILL NOT BE ABLE TO RUM THE MEW 


PTE CASTRO EAST 1S THE CAPTRIMGE bil TH 
THE £5.10. AND TMM OUT Jace GA TT. a 

ile THREES Th MfeeE FOR HELFEIWG So Mi Te 
BUF THE FISTROCADE ON TORT) KEEP LIF THE 
GREAT Pec eam] hii! ff 
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NOW the number 1 coin-op game DONEEY ZONG is 
simulated in Astro-BASIC and it’s called: 


MONKEY JUMP 


TAPE 13 


CHRISTMAS SALE PACKAGES 


ALL WAVEMAKERS TAPES WILL BE ON SALE 
UNTIL: DEC. 15TH. 


To take advantage of this sale just 

order 5 different tapes (up to $70.75 

value) and pay the low price of 
$39.95 + $2.50 Postage 


YOU MUST ORDER 5 DIFFERENT TAPES 
(NO DOUBLES) 


SEND $42.45 CHECK OR MONEY ORDER TO: 
WAVEMAKERS SALE, Box 94801, 
SCHAUMBURG, IL. 60193 
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VIPER Sw S Terms 
Nov 5, 1982 ALTERNATIVE ENGINEERING CORPORATION are a 
P.O. BOX 128 GARDINER, MAINE @434% ; 
LIST PRICE SCHEDULE 
EFFECTIVE 1 OCT, ’82 


eoea eee coy av00 eeeee ene ontee venen eeeey ater aeees aee8 evens oven eee one ces etees agers eoete nee wee eoeee anny 


VIPER SYSTEM COMPONENTS: 


16K VIFER SYSTEM S CWITH VIPERSOFT BASIC OH TAPE? . oo. «6 2 8) OPS, Be 
S2k VIFER SYSTEM 5S CWITH VIFERSOFT BASIC OW TAPE? . 1. «6 «9 » FSG, Ge) 
16K VIPER SYSTEM 1 CWITH VIPERSOFT BASIC ON TAPE? .... . 275.00 
WIR EF STSTEM KE i ‘EQRARE 8 “ “ & r " " “ " 4 " son 8 « “ ” “ x reer i 


WIPER OP TIOHAL EQUIPMENT : 


VIPER 16K RAM CARD. . . .» » «© «9 «© © «9 « «© » “REDUCED. . . 125.00 
SYSTEM 1 TO 3 UPGRADE PACKAGE . o* se ee 8 we ee ew coat w ENE 
VIPER ¢ CHANEL RS-232 INTERFACE . 2. 0 s 2 ew oe ew ww el | 6 
VIPER KEYBORROD EXTEHSIOW CABLE. .« « « « eee ee we ew Toe 
a PACE AGES : 

VSTEM 1 BARE BORRD KIT . . 8 ew et we el A BE 

STEM 1 CABLE KIT. « « « « ‘ee ee ee we ee ee ew or eS Ba Be 
WIPER KEY BORED BARE BORED KIT uo 4 ; How on on 's Pade OB 
VIPER or TEM CABIWET. « «© « » © » «© » wo ‘ee we eee « » BOOS 
VIPER REYBORROG CABIHET. « « uo oe oo a ee er oe we we ow el BD 


MEADWARE ROM CARTE TDGES : 
eee midis da ane. ane nds i< 6’ * * © ee we ew PS 
PLEASE ADD 5.00 SHIPPING & HAWOLIWG PER ORDER 
ok KER ERR RK KK RRR KK ERE KK KER EK ER ERR KEE 


ORDERING THFORMAT TOM 
ORDERS FRE-PAIC BY MOMEY ORDER OR CERTIFIED CHECK WILL BE PROCESSED 
FIRST. PERSOMAL CHECKS MAY CELAY PROCESSING BY UF TO THO WEERS. SOR PRY 
HO 2.0.0. ORDERS MAY BE ACCEPTED AT THIS TIME. 
PLEASE ALLOW 4 TO 6 WEEKS FOR DELIVER’. 


. * e bd ‘ * . & i . # * OF . # si OF * + _ ie ke KE RR “a .. = - a * 


Te 9008 tess onses ooene seer 8909 cover eben onee gnats HIFEr poeey oDEre THES rent anOET EONS *C6RE Gdnen THEHS Eases Gotan ONE seers b wPdee STETY ooten yunns CH¥E onary S44Ge BERET Henne sunny F480 yore oethe wee 9 oebey bode #9800 nonce 
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26 
38 
48 
58 
66 PRINT “EXPERIENCE: *,E;PRINT “ENEMY : "i 


78 
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M=@CR + 1400; P=RM+18; T=RMx 18; Q=@( R+1 )+19000 

T=T+Q; Z=RM710@; A=RM; B=@( R+2 +1000; C=RM—18; F=RMx 10 

Q=0(R+3 1719008; F=F+Q; U=RM=1G8; vib 

SM=6;CLEAR ;PRINT ‘ROOM: »R>4;PRINT “STRENGTH: °,S 
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IF W=1PRINT #14, "TRAP: *,P 


84 PRINT "EXITS LEAD:", S76 IF U=1R=R-24;GOTO 29 


36 

168 
116 
128 
136 
146 
15@ 
166 
17@ 
18@ 
181 
185 
186 
19@ 
288 
21a 
211 
22o 
248 
256 
255 
268 
27a 
286 
296 
291 
a2 
233 
2354 


Pan: 


wal 


236 
3689 
328 
356 
351 
368 
5a 
648 
78a 


IF A=1PRINT "N", 971 GOTO 1000 

IF B=1PRINT "S", 974 IF F=1R=R-4;GOTO 2p 

IF C=1PRINT "E", 1684 PRINT “NOT AN EXIT":GOTO 15B 
IF F=1PRINT "WwW", 

IF U=1PRINT "U", 

IF D=1PRINT "D", 

SM=2;CY=-4@;PRINT ; INPUT “ACTION?"N 

IF N=1GOTO 216 

IF N=2L=L+1:GOTO 358 

IF YS S=S+yYi5 . 

IF M>@PRINT * ENEMY ATTACKS! ";S=S-(2+4);GOTO 186 
IF RND (9)=3G0TO 298 

GOSUB 7a 
GOTO 158 Todd Johnson 
M=1;Z=S+E+2;GOTO 50 E 12804 23rd St. 
IF (M>8)+(T>B@)=BGOTO 158 Spokane, WA 99216 
IF E+3+S>ZG0TO 24g 

.1=Z;2Z=Z-(E+S 45; S=S-I£6;GOSUB 7@8;GOTO 159 

PRINT “ENEMY KILLED! ";S=S-Z2+9;Z=@;M=0:E=E+1;GOSUB 70a 
CY=-4@;SM=1; IF T>@PRINT “GET TREASURE?";GOTO 260 

GOTO 5B 

Q=KP;IF Q=89GOTO 288 

GOTO 5B 

IF P>@G0TO 3208 

CY=-32;PRINT #5, “TREASURE: ",T 

IF T=1 W=1 

IF T=2 S=S4+5;Y=Y+5 

IF T=3E=£+5 

IF T=98;SM=@;PRINT "THE CROWN OF ZEUS!!!  ":G=G459@;GOTO 6De 

G=G+T: T=8 

GOTO 5a 

PRINT " TRAP!!! TYPE: “",P;S=S-P:P=9;GOSUB 700 

GOTO 296 : 

PRINT "“BIRECTION?", 

@(RI=( T+18 14+Px 1B+Mx 1808; @CR+1 =A+Zx100+RMx 19890; S=S-7+6 

Q=KP;GOTO 800+0x2 

CY¥=-24;PRINT "YOU VE BEEN KILLED!" 

SM=@;PRINT “SCORE: ",G-L;STOP 

CY=32;CX=-11;PRINT S;IF S<@GOTO Sea 


AB only 


71@ RETURN 
93G IF D=1R=R+24;GOTO 29 


va 
338 
939 
356 
357 
S66 
S67 





GOTO 1888 
IF C=1R=R+4;GOTO 20 

GOTO 1680 

IF A=1R=R-48:GOTO 2a 

GOTO 19020 ~ 

IF B=1R=R+48:GOTO 2p . | | 

GOTO 1906 (C) R.Fabris 1932 
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SREKTSS A7IONS ! 
THE CROWN OF 2305S O nothing 1 eae 1 
Created by Todd Johnson 1 Ore(s)- 
This program takes you to a dark decaying 2 Yiller Bees - seri 200m AB only i 
castle in the evil land of Scrom. You've been 2 Rats : 
asked, as the best warrior in the land of 3ee- 4 Skeleton TREASIRZ j 
kum, to retrieve the Crown of Zeus which the 5 Shost 1 Meris Hank 
Scromites have stolen. The crown, when worn, 6 Zombie (detects tress} 
gives the wearer the awesome ability to cause 7 Bear 2 Magic Sword 
anything he or she wishes to vanish. Apparent- 8 Nolf {Stier oeene aincne tw! 
ly the Scromites have not yet discovered the 9 Black <night Varies in 
crown’s powers. But as you hid in the forest 10 Giant Viper (inersades ecobetecs! 
outside the castle, you saw a troop of orcs 11 Siant Svriders 90 The reels 
from the warring land of Machor slip in through 12 Minoteur All athe nunhers all 
the front gate. They surely know the power of 13 Goblin Lc seta widade. es er 
the crown and will have to be dealt with... 14 Tiger : 
To play “The Crown of Zeus" first enter 15 2vil Yarlocx as ee 
the entire prosram into the computer. It takes 16 Beil Sorecror TRAPS 
up almost all the memory so leave out any spa- 17 Zvil Wizard S Eee on oe oar. 
ces that are not inside quotes. When this is 18. Muay 2 small rocks fall on you 
done, type (without line number) CLEAR;70R A=0 19 Drapon(smal1) ° 8 Pit opens beneath you 
TO 191; PRINT'S(" ,#1,A,")=",; INPUT""S(A);NEXT A 20 Draron( medium) 4 poisonous gas fills room 
GO. Now input each value for levels 1 and 2 as 21 Dragon(larze) 5 crossbow bolt hits you 
they are asked for.MWhen this is done type 22 Dragon(immense) © YOu receive electrical 
3=5;E=5 ;Y=5;%=24;1=0;G=0;W=0 GO. Now load all 23 Demon Shoce from treasure 
of this onto tape using :PRINT. When the pro- 24 Giant 
gram has finished being loaded onto the tape, 25 Giant Slime Monster 
type in the little program above once again and 26 Orange 31lob 
input the values for the 3rd and 4th levels as 27 Fire Fiend 
you 4i3 for the first two levels.@ Then save o0 ‘B-hecied Byira 
this array on your tape with :P2IN7 8(0) ,192 29 Cyclops — 
making sure to leave a little blank tape be- 30 Demon Eine 
tween the main program and this array. Now 
rewind your tape and input the main program 
with :IN>IT. Say RUN and you're on your way. & This array is on page 9 
The computer will print: 
ROOM: . : 
STRENGTH: @ This array is on page 10 
EXFERIENCE: 
ENEMY: 
EXITS LEAD: 
2 A AR A a 9 A a eR ae A I a OR A a te a 
sie THE CROWN OF ZEUS is the first in a series * 


Keeping strength above zero is the key to 
this game. You can survive a negative strength 
value as long as its not too mucn negative and 
there is not an enemy in the room, but eeneral- 
ly a negative strength value means you're dead. 
Strength can be increased to its maximum by 
resting. Finding a magic sword in the castle 
will also increase your strength and increase 
your maximum strength too. 

The number after “NZJY: is a code number 
which tells you whitch enemy from the enemy list 
is in the room. 


of programs that take vlace on the planet 
Gibeleous. Others now available are: 
THE RESCUE OF CATHERINE: 

After you went to save the crown, the 
Scromites became angry with you and have 
kidnapped Catherine, the princess of Bee- 
kum, hoping that you will be sent to save 
her. They've set some trans so Watch Out: 
ESCAPE FROM RANTANAM IV: 

You've been captured by mechanical 
aliens who have come to Gibeleous for un- 
known reasons. You must escape and warn 
the leaders of Beekum. 

THE TOWER OF MACHOR: 

The orcs are after you again in this 
one with 8 levels. You must destroy the 
alien computer which has been leading the 
orcs in their quest for domination of Gib- 
eleous. 

You can get all three great programs 
on one cassette tape with complete descri- 
ptions and instructions for the low low 
price of only $10.00! To add these pro- 
grams to your Gibeleous series collection 
send check or M.0. to: 

Todd Johnson 
B. 12804 23rd 
Spokane, WA 99216 
Wash. residents please add 5.9% sales tax. 
(AstroBasic onl 


EXITS LEAD: tells you which directions, 
(north,south,east,west,up,down), you can go. 
ACTION? prompts you to enter the number code 
for the action you wish to take from the act- 
ion list. 

When you reach a room that has no exit, 
you are at the entrance to level 3. If you 
wish to enter this level, press HALT then type 
R=R-24;: INPUT 2(0),192 GO and press the play 
button on your recorder to load the array for 
the next levels. Then RUN the program and 
youre on level3. If instead you want to stay 
on level 2 a little longer, type HALT then 
type R=R-24;RUN GO and you'll be back up the 
Stairs. This program must be reloaded after 
you are killed or find the crown since the 
data in the array gets altered. If you want 
to quit for awhile during a game you can save 
it by halting it and loading it onto a blank 
tape. Also, you don't have to get any treasure 
at the time you are asked by the computer. If 
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you wish to get it later just press 1 when FE i bt Le arc Le 
asxed for an action and the computer will let 
you ret the treasure. 
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18880 


24 2) 
25 8 
265 1016 
27 M4) 
28 6602 
29 4) 
38 18 
a 18089 
32 @ 
33 6 
34 18618 


35 199008 


































36 7801 | 
37 15e0 
38 1918 
39 18029 
48 3a8@ 
41 Ban 
42 18 
43 19000 
44 @ 
45 =. ) 
46 1988 
47 19900 
48 7) 
49 a) 
5a 1818 
51 g 
52 9008 
53 3808 





18888 
9802 
2688 

19 
100 

16811 

31881 
1680 

19600 

13011 
3261 

18 
a 

16689 

320098 
1616 

19800 
6805 
2561 

10 

12000 

@ 

4) 


1018 
19006 


19008 
6 


2) 

4) 

15856 
23461 
18 

g 

8 

a) 

10 

19888 
4421 
22481 

18 
18086 
20828 
1861 
8 
19688 
4] 


165 
166 
167 
168 
169 
178 
171 

172 
173 
174 
175 
176 
177 
178 
173 
188 
181 
182 
183 
184 
185 
186 

187 
188 

189g 
198 
131 


These are the entries for 


hevels One and Two 
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B 
16821 
1261 
18 


12626 
32261 

16 
pe] 4 24 
1261 

16 
1B0hH8 
722 
1881 

2) 
16868 








* 19856 
23086 


1618 
7) 
24885 
3000 
10 
19088 
4023 
4608 
1g 
1@0a@8 
23086 
59a 
18ae 
19@a828 
6061 
24508 
1218 
a 
9801 
4588 
a 
18861 
26888 
27588 
1818 
7) 
23008 
5549 
12 
19268 
25856 
7200 
18 
1988 
2166S 
65288 
10 
120628 
239685 
6aae 
1G 
18808 
9088 
50a 
1828 
16168 


















































94 


) 
gana 
22081 
1918 
19088 
15813 
23508 
18 
a 
is0ae 
24581 
1019 
18998 
28835 
6881 
1019 
19908 
20aB7 
5500 
1908 
16808 
23885 
-29848 
132 
a 
29858 
B5aa 
18 
18988 
28060 
29088 
1018 
1gaae 
27836 
28528 
18 
18888 
23088 
7a2G 
1980 
19000 
23084 
6201 
1898 
) 
18852 
22581 
1818 
an) 
5200 


10 


101 
1@2 
163 
164 
1@5 
186 
167 
165 
109 
116 
11l 
Lie 
113 
114 
LiS 
116 
117 
118 
113 
12@ 
121 
122 
123 
124 
125 
126 
127 
128 
L2e 
138 
EOL 
132 
133 
134 
135 
136 
137 
138 
139 
146 
141 
142 
143 
144 
145 
146 
147 
148 
1493 
154 


4) 


18088 
21648 
74@1 


rors 
gS 
tas) 
S 


Soa o ge 


“21265 
- 30528 
iss 


151 
152 
153 
154 
155 
156 
157 
158 
153 
169 
i61 
162 
163 
164 
165 
166 
167 
168 
169 
178 
ivt 
172 
173 
174 
175 
75 
177 
178 
17s 
18@ 
isl 
Ls2 
183 
184 
185 
186 
137 
188 
1¢@9g 
158 
Ll 
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- 1888 


11604 
3588 
16 
148648 
17038 
14961 
16 
19608 
-21266 
-26296 
"4 
186E8 


174@1 
16 
ert Co 
=Lerrs 
-19262 
A 
10468 
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AN EDITORIAL SERIES FOR NON-HACKERS THAT WANT 
TO_KNOW HOW & WHY 


Article #1: Picture Element (PIXEL) Search 
{PX). A Pixel is the smallest possible picture 
wade by the computer {a 1 x 1 BOX). 


Have you ever wanted to “sense” if a wall or 
another object is in your way? If so, a pixel 
search (PX{X,¥)] may be your answer! 

Let's say you have a "BOX X,Y, 10, 19,3" 
that you are soving around the screen and you 
want to wake sure that it will stay two pixels 
away from any wall inside of a maze. First let 
us check to the right and left of the box for 
a wall. 


108 IF (PX{X+7, ¥))+(PX{X-8, ¥) GOTO 208 


Now let's break this line down! First you 
have an “IF-DR" (+) statement. By putting the 
statement PX(X+7,Y) inside parentheses, and 
adding a plus{t) then putting the next 
statement in parentheses you have said " If the 
pixel 7 pixels to the right of X OR the pixel 
8 pixels to the left of X is ON (FC) then go to 
line 208. The reason that the number to the 
right of X is 1 digit smaller is that the 
rumber "@" is considered to be a positive 
ramber to the BALLY. If you put in BOX 
X,Y,1,1,3 you will see that it is 1 pixel to 
the right and 1 pixel up from exact center. If 
you want to put a box in the exact center you 
will either have to make the inside box 2x 2 
or wake the outside box dimensions an odd 
number like 9 or 11! 

One thing to remember is to divide the box 
size by 2 and add the number of spaces you want 
to "stay away" and then add 1 more to check for 
a pixel. For example, using the same box, you 
want to "hit" the edge of the wall. This is 
your line then: 


3108 IF (PY (X#5, ¥))+(PX(X-6, ¥) )60TO 2598 


Notice once again that the “negative” side is 
one number larger. 

If you check the diagrams on the right you 
Will see the way that the BALLY does PX search. 

Remember that a background color (BC) pixel = 
git! 
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BC=7;FC=8;BOX X,Y, 18, 18, 1:BOX 
X,Y, 14, 14.23BOX X,Y, 18, 10, 1: 
BOK XYte12 





The center black (FC) box is 
the one described on the left. 
Note that the center "X,Y" box 
is not quite in the exact 
center of the rest. 


PX{X, Y)=8 

PXAX+5, Y)=8 PX(X, Y#7)=1 
PX(X#7, Y)=1 PX(X-6, Y)=9 
PXX,¥#5)=8 x PXUX, Y-6)=8 
Pxix,y-B)=1 | | PXX-8,Y)=1 


Note that the X,Y box is in 
the center of the BOX 
X,Y, 9,9,1! Now you can say ‘IF 
(PX (X48, ¥)) +(PX(X-8, Y) )60TO n’ 
OR you can say ‘IF 
(PX {X, Y#8) ) +(PX(X, Y-8) GOTO n’ 
In either case the ‘IF-OR’ 
statement will be ‘TRUE’ if 
there is any FC area two 
spaces away from the outside 
on the axis that doesn’t have 
a number after it! !!! 


BOX X,Y, 17,17, 1;BOX X, 
BOX_X,Y,9,9, 1;BOX X,Y 


awe 


Y, 13, 13,2 
1.1.2 
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WHAT If 8 PROGRAM ANG HOW CAN I LSE IT? 
CON GLADDEN 


THIS JS THE FIST IN A SERIES OF BEGINNER 
TUTORIALS THAT WE HOFE WILL HELP THE ME PRO- 
OFPAAMERS CUT THERE TO UNDERSTAND HOW To WRITE 
THEIR ON PROGRAMS. FING TO UNDERSTAND THE 
VRRP OUS "TRICKS" 70 MARE YOUR ARCADE ba JUST 
WeiAT POU WANT IY Tole! 


I fRIS TUTORIAL, WE WAKT TO EXPLAIN JUST 
WAHT =) PROGRFIA [5. ANG Hol TO USE THE "PRINT" 
STATEMEPT . 


THERE ARE Two WATS THAT YOU CAN TELL ‘'OLIR 
ComPuTeme To Oo SOMETHING. FIRST. THE "“OIRECT 
LOMNFAND’. CFO LINE NUMBER. KEY IN THE FOLL- 
Cig: PREM "HELLO" 

TREN AIT. "GO". YOu MILL SAeTIceE THE COMPLTER 
OT JUST WHAT YOu Teo If Toe! UNFORTUNATELY. 
WHEN Soil Tele IT TO bo SOMETHING IN THE BIF- 
eT MOE. IT wItit ChLY Gtr TF CANCE. Anti THEM 
iv FORGETS ThE cComMpeAaD ENTIRELY. So YOU WOoULo 
waive TG REY FT JM AGAIK fe oll WANTED THE 
COmeuTER To PRIRT IT AGAIN. THAT BRINGS US 


Th THE MEST PART... CINE NUMGERS | 
ETS TELE THE COMPUTER TO DO THE SAME 


Teg, UIP THIS TIME WE ARE GOING TO FUT A 
Live WLMBER BEFORE The COMMAND. KEY IN: 
te FR jie? "HELLO" 


wie HIT "GO" YOU NOTICE THIS TIME blHEN HE 
WIT "GO". THE COMPUTER CID MOT DO A THING. 
WHY? BECALISE WE DID NOT GIvE IT A DIRECT 
Comment THIS TINE, BUT INSTEAD. FUT IT IN A 
BEOGRAD THAT IS STORED IN THE MEMURY. NOU, 
ALL WE oO HAWE TO Od) TO MAKE IT WORK TS TO HIT 
“BLN. FING) THEN "GU". PRESTO!! THERE IT IS!) 
KO wie THRE TT ES IN WENORY. ALL WE HAVE 
TH OG) 1S "RUN TT SS MANY TIMES FS WE WISH. 
Som PROGRAM IS SIMPLY A KUMGERED LIST OF 
TNETRUCTIONS FOR THE COMPUTER TO FOLLUG. IT 
Wii ALWAYS FOLLOM THESE INSTRUCTIONS IN THE 
Wevee THAT THE LINE NUMBERS ARE IN. 


eit: FHIS LIKE To Youle PROGRAL : 
att PRINT “THERES 
lihi IT "LIST" AND “Go". THERE IS Your WHOLE 
PROGR. Sou CAA LIST 4 PROGRAM FIT ANY TIME 
To SEE WHT OU YE [GOT IW THE epics’. Wald 
Bui ThE PROGRAM. ALL WE DIG WAS ADO ONE MORE 
Tiejied, FoR THE comPlijvee TO PRINT. ARE THERE 
IT JfS4o t+ LR. oe WINE IT Pa — Cit RUNNING. 
ati We waive To Oo Js ADL LIWE 26 

Ze Garo fae 
aie THE FRGGRAM WILL FUN UNTIL WE PRESS THE 
‘He T! REY To STOR [7,. BECKUSE IT IS FOLLLU- 
ing oe INSTRUCTION To THE "FT". List IT AGAIK 
Ate THINK JUST LIKE THE COMPUTER OGES. FIRST. 
PRAT "HELLO". THEN FRTHT "THERE". THEN GG 
Beuce To LINE fe Ano Oa IT AGALH. 


Moh LETS Cover THE "PRINT" STATEMENT AND 
HHT WE CAM Gi WETH OTT, 


Heh WE ARE PRINTING TENT. ¢WORDS.ETC. 3 
WE HVE TO USE GOTAT ION WARES Fis WE DID IN 
THE EXAMPLES ABOVE. We CA ACS USE A COMMA 











fa 


é 





TELL THE COMPLITER THAT WE WANT IT TO PRINT 
THE WEST STATENENT CN 
LINE (fe AS FOLLOWS: (JUST TYFE IT O¥ER AGAIN 
Far fiih 3 


PRINT "HELLO ", 


THE SAME LINE. CHANGE 


NO LIST YOUR PROGRAM To WAKE SURE LINE 16 
HFS BEEN CHANGED. THEN. IF IT°S G.K.4 RUM 


THE PROGRAM. 
WORDS ON The SANE LINE. 
THE 


COMMA. HARDY IE! 


You! WOTICE THAT How WE GET BaTH 


ALL BECAUSE WE HODED 





SE ARE "THWO-LETTER VARIABLES" 


THAT WE sth USE TO TELL THE ASTROCADE EXACTLY 


WHERE * on THE’ SCREEH 70: PRINT A MESSAGE. 
LSE THEM. 


REMNENSER THIS: THE VERY | 


Bay 


EF 


red eu 
CLs 


TH HRT SONI TALLY AR 


2. OR DOWN CED 


PIXEL TO THE FIGHT CN), 


CEHTER OF THE 
WER TICALLY. 
ZERO. FRUM THIS POINT, 
CH FISEL THAT WE MAT TO) SHIFT 
AML 


Td 


HE HAVE To Oo A BIT GF CALCULATING. 
THE "CN" TELLS THE ARCADE 
FRTRTING HORIZON ITALLY, 


WHERE TO START 
AND "Ce" VERTICALLY, 
SCREEN, 
IS ALWAYS 
WE SLIBTRACT UNE FOR 
To THE LEFT 
ADD OME FOR EACH 
Cie UP Ces), 


YOUR ARCADE. Alt ENTER THE FOLLOWING: 


CSET AOR. TOCEATER 3 


RESET 
if CLEAR (CLEAR SCREEN 3 
SHCN=E 
Stab 


Pal iS 


PIITER “STARTED: THE PRINTING TH THE 
THE 


LE 


Fok 


he Die 7 "MEL LTe 


CSET VER. To CENTER 3 


GRAM VOL KOTICE THAT THE Ci- 


CENTER OF 


SCREEN, RIGHT WHERE WE TOL TT To TRY! 
DIFFERENT VALUES FOR CS 


2 09 AND NOTICE WHERE 
CWIES THE PRINTING VO Cr 
c8 BETWEEN -S6 AND 79, 


LISE Ably NilhGER 
BETWEEN -44 


Ant as THIS FRBGE ALLOWE Sole TO START YUILik: 


Oey 


NTIAG FNSMHERE oN 


MRT 


VAL 
£5: 


FLO ORIANG FORRULA FOR CALCULATING THE 


THE SUREEH THAT Yuu 


a GS u 


HE 7G CENTER POUR WORD? S 3) HORTE0N TALLY 


Cxys-0Cheece 3 HHERE 


"C" I5 THE SUMBER UF 


CHARACTERS Th THE TEST THAT Yl WANT PRINTED. 
"CANNOT BE NORE THAN 26 FOR GONE LINE. > 


c"G 


Cul 


NEXT BEGINNER TUTORIAL MILL COVER 


WHR — 


THBLES AND PRINTIAG OF NUMBERS. 


Qh! ete 
Sade NINE MILE RO. 


SOUTH Lvant. MI Asie 
C3133 437%-25954 








BO SHORT PROGRAM DES TGHED 
Rees yi ll OOA GLADDEN 


i@ LIST «LIST 
ce FOR fizeTo 235 IF Chae 3 


Sh 


12 


BCA I=RAD 6 9989;NEXT A 


To DRIVE YOUR ARCHDE 


+E R= | FINENT 
iGaTa fe 
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BXIrFORS REVENGE 


nee cou 


fxiton's 5 Warriors 


Smooth Mozion 


You are the commander of the underground MX missile, defense for the top secret facility, 
which is code named Akreon. This is where our first interstellar star drive is being constructed. 
You are alerted to the presence of an object coming in from outer space. You immediately recog- 
nize it as a battle star of alien origin. You take control of the MX system, positioning the 
launcher, firing the missiles and guiding them to target, destroying the warriors before they 
can radio important data to the enemy battle star. LOOKOUT!!! The battle star will fire back. 


Exitor smiled to himself as he settled the huge ship into a parking orbit, well above the 
sprawling complex. It will be easy, he thought, as he armed the triple photon lazers. First 
release the reconnaisance pods, the warriors survey the area, then destroy the star drive fac- 
tory. a 
Exitor yearned for revenge. He and his crew had suffered heavy damage on an earlier earth 
scouting mission when his ship collided with an earth sattelite, causing a gigantic explosion. 

Exitor had journeyed several hundred light years to stop the development of a star drive, 
by which the earth people could travel to distant galaxies. BUT!! he doesn't realize your un- 


derground MX system is there. 
Can you save Akreon from destruction and in so doing, pave the way for travel to the stars? 


G689-¢€Se-2te-t 


Normally, a picture this detailed in 3-dimension would require more memory than is availa- 
ble in the Astrocade program section. We have utilized a special arcade feature called mass 
screen memory. There is almost 4K of memory available in this way. The game operation is con- 
tained in the 1.8K program memory section, while the machine graphic utilize specially encoded 
memory sections. By using all three in a unique way this game, with expanded graphics and 
smooth flowing motion, is possible. It is equivalent to about 6K of memory. 


A special note of thanks to Andy Guevera of Bit Fiddlers, without whose help this game 
could not have been. 


ge Cassette a Exiter’s Revenge & The Mummys Treasure both for $15.95| New Basie Only 


Can you find the secret passages which lead to the dungeon, then find the treasure room before 
the mummy finds you? Each replay is different and exciting. FOR 1-4 PLAYERS. Very Colorful 


jqueadtys Aep yxeu a0y - ISD Wd6 02 WY6 
00°L$ ZONPSP TTTA eA pue ‘paeg ze3sew 10 GOO ‘aepz0 anok uf TTeOF 


(qe ED 


se The Mummy's Treasure- Here is a treasure hunt to end them all. There are 3 levels, 180 rooms. 


SOFT WARE i22heran in 47650 
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eae 9 bf fe La] Stet: 
BY’ NIKE SKALA C--THIS CONTROLS wl LOT GF INTERESTING 
THINGS. ANG WELL GO INTO DETAIL Ih A FUTURE 
i°WE SEEM GUITE A BIT GF SOFTWARE LATELY ARTICLE. FOR NOW USE 40 C25 HEX. BHICH GIVES 
UTILIZING THE "GRAFHIC CHARACTER MAKER". A US AW SOR WRITE. 
MACHINE CODE FOUTINE THAT “ARCADIAN” HAS Ae--THIS IS WHICH CHARACTER WE ARE GOING 
PUBLISHEG® IN THE PAST YEAR. THIS ALLOWED US TO GISPLAY. IT PFESPONDS To THE STAADARD ASCII 
fo Use A OISPLAY ROUTINE FROM THE ON-BORRD CObE TO PBISPLAY ALL RESIOCENT CHARACTERS. & 
POM AND FUT COMPLEX GRAPHICS ON THE SCREEN THROUGH fer. GR OUR Ol THAT WE CAN CREATE. 
PHSTANMTLY. FATHER THAN A SiGe SERIES OF BON 
“if LINE COMMANDS. THE NAJOR DRAWBACK HERE NOW THAT YOu) UNDERSTAND ALL THAT STLiFF. 
HES WHEN MOWING THE GRAFHICS. ERASING AND LET°S ASSENELE A SMALL MACHIWE CODE FROGRAL 
ReoreING LEFT lis WITH CONSIDERABLE FLASHING AY THE BACK END OF OUR LINE IMFUT BUFFER. 
He ELINEING. IF YOu HAVE EEEN WITH US FOR A THE FIRST THING YOU MUET DO WHEN GOLWG THTO 
WHILE. YOu KAee THAT WE ARE CONTINUALLY EY- AO NACHINE CODE PROGRAM FROM BASIC I5 TO SAVE 
CLV ING ARO IMPROVING. THE FOLLONIHG TUT- THE DE REGISTER. THIS (5 A LITTLE MEMORY CELL 
UeIRL ~5 cle NEel GENERATION oF SCREEN ANIN- THAT RENENBERS HERE YOU WERE BEFORE ‘ill 
RATION FOr THE ASTROCADE!!! LEFT. WOW WE Go INTO GUE CHREDIS FOUTIHE. Hob 
CONES THE NEW THIST: WE GO RIGHT INTO AMOTHER 


































Cil-e0dko SUBROUTINE #51. "CHRDIS", IS A STH- CHROIS. 6RIHG BACK OUR DE REGISTER: AND 
OLE CHARACTER OISPLAY ROUTINE MUCH AKIN TO RETURN TQ BASIC. THERFORE. If WE ALREADY HAVE 
THE ROUTINE USE I[N ThE GRAPHIC CHFIRACTER OUR GRAPHIC ON THE SCREEN, THIS WILL ERASE 


PARKER. WE CALL THE ROUTINE AS FOLLOWS: THE OLD FIND REORF THE NEw IN GNE CALL: 
DEC HES YIELDING MINIMUM "GFF" TINE. 


=, 33 CHRDIS ENTER THE FOLLOWING DIRECT COMPING CMO LINE 





Ho E-HOR FOS. (6-159 DEC. > HUMBER). NO THEN INPUT THE DECIMAL VALUES 
N NN D-VER POS han8o BEC. 3 LISTED BELOW: 
Moo C-CHAR DISPLAY PARAMETER 
MoM) oAECHAR TO CALL WT=1:FOR As2624/70 262577 PRINT Asa INPUT 
u 83) REA o=B PRINT GEST A 
SVSSUEC CHRD] S--Ahly ON-BOARD SUBROUTINE CAN CEC HEX 
EE CALLED IN ONE OF TWO WAYS: "SYSTEM" ASS-  XC2624/9=213 05 PUSH LE 
WES Ail WECCESARY INFO IS ALREADY Ih THE 802024202255 FF SySSuK 
SEGISTERS. MEMORY CELLS WITHIN THE C.P.U.3 9 AE v= 5) 3 CHROIS 
PEyeclie" MEANS THE INFO WILL BE DIRECTLY G 6 E <HOR. > 
FOLLOWING THE CALL. AND BE "SUCKED" IN, go «of OVER. 3 
i“ es oC 
E--THIS REGISTER IS THE HORIZON TAL COOR- HOA OC CHAIR 
PINATE FOR YOUR GRAPHIC. ZERO IS THE LEFT a & HOP ONC GFERATION®) 
Sie GF THE SCREEN, AND 159 15 THE RIGHT 255 FF SYSSUK 
S70E. IF YOU) OO FAST 153. THE GRAPHIC WILL ff = BE CHROIS 
PEAPPEAR GN THE LEFT SIDE, GONE FINEL LOWER. ry gE CHOR. 3 
THIS 1S FINE UNTIL VOU REACH 256. ABOUT HALF G6 6 f CVER. 3 
way ACROSS THE SCREEN. WHERE IT WILL AGAIN =40 28 ¢ 
peor oe PINEL DOWN AND BACK OVER TO THE S¢ez5ao= 6 6 A CCHARHD 
LEFT SIE OF THE SCREEN. FOR THIS REASON, #¢€282550= 6 8 NOP 
'T [5 GEST TO LIMIT-CHECK ThE GRAPHIC TO x#¢ze256)2209 DI POF DE 
EETWEEN 6 ANC 155, RO2U257F a=20) 09 RET 


-THIS REGISTER IS THE VERTICAL COOR- Hi WE WEEO ALITTLE BASIC FROGRAN TO MAN- 
Dine TE. ZERO IS THE TOP UF THE SCREEN, 99 IPULATE FILL THIS STUFF. ENTER THE FOLL OT rH: 
Tee BOTTOM. BE CAREFUL NOT TO RUN OUR GRAFH 
fait? INTO THE SCRATCHPAD AREA HIGDEN AT THE he we 2BS36 92-9855 5 Ves Heb 
BOTTOM OF ThE SCREEN. LIMIT-CHECK YOUR GRA- fe Hele Tye |i H=HE ING [3 
PHIC AGAIN WOT To RUN GFF THE BuTToh. OF BG TF ¥caya 
THE WHOLE PROGRAM MIGHT CRASH! ! & IF WoProverS 
HEPES SOMETHING INTERESTING: THERE IS A & TF WSGH=6 
WHOLE OTHER SCREEN ABOVE THE QNE WE NORMALLT' IF HolasH=(53 
SEE. YOULL WEVER SEE IT. BUT YOU CAN MOVE Bat eet] 320% 256+H 
THINGS AROUND UP THERE WITH NEGATIVE VALUES EC E8 MSGS +4 C20 Sq a= 
if THIS REGISTER. ou COULD. FOR EXAPFLE. iLL2B24 16 BC 2hS49d MaKe SGS5 1) iw SHS POHL: 
START Fi GRAPHIC UP THERE AND HAVE IT FALL 
Cid’ INTO THE VISIBLE SCREEN. 


Ge tye Oo my ay Be 


m, 
a. 


Pe eT 
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VOL) WELL NOTICE A SLIGHT FLICKER OF Our 
GRAPHIC. THIS MAS SOMETHING TO Dt WITH TIMING 
OR SCREEN INTERRUPTS Of SOMETHING, I Ot T 
LIWE 1G:WE SET THE COORDINATES FOR THE FIRST = MGW  T°M SURE  SOMECNE CIT THERE KNOWS THE 


CHRDIS UPSTAIRS SOMEWHERE OUT OF SIGHT, AND ‘CURE: SO PLEASE WRITE IN?! 

THEM =THE SECOND CHROIS WILL DRAM THE INITIAL pa SE adh 
GRAPHIC. THIS LINE IS ONLY RUN ONCE, AFTER = WARIMTIONS: 

WHICH THE PROGRAM WILL USE THE FIRST CHRDIS — "WRAPSRGUND" 

TO ERASE ThE OLO GRAPHIC. LETTER VARIABLES Vo 8 TF ¥coveF5 
AMO W ARE ALSO SERED OUT HERE. 26 2F Vee 

LINE 2o:PROGRAM READS THE JOWSTICKS TO UP- Si IF W<GH=/5S 
CHTE WARTAGLES USEG FOR VERTICAL AND HORIGON- ob TF Ho} SoH=6 
ITAL COORDINATES. inc, Seca 

LINES 36°60:LIMIT CHECKS THE GRAPHIC TO KEEP = “GIG TIME” 

IT GM THE SCREEN. ar aerntiae 

LINE FHERE IS WHERE THE WEN COORDINATES 98 IF Woe Susds 
ARE PLUGGED INTO Ou SECOND CHRDIS. SINCE AN* ; 
PURE WORKS ON THO MERORY LOCATIONS, WE MUST “LETTER DROP" 
Se THE FORMAT vorSe+H. Se ee hehe) ee tie ee aw 

CIRE SO ENC T) 1S READ: AND VARIAGLE C WILL = SH CALL2O24 | 180 202484 SNC 2O25 (GRC 2O24F ECs LF 
Bf FET TO 34.95.98 OR S37. THESE ARE THE ASCII PROP IGOTO 16 
WALUES FOR THE FOUR ARROWS FOUND Oh GUR KEY fae GOTO Ze 
Fed. TrlIS VALUE IS THEN FOKED INTO THE CHAR phiuhln 
POSITION CF Cul SECOND CHROIS. IN CASE YOU'WE = MURKE SKALA 
WONDERED Wy "NOP" FOLLOWED THE A REGISTER 544 E. OVERLOOK 
Ih BOTH CHROIS“S. 17°S AGAIN BECAUSE OF GU 9 EASTLAKE. OH 
PORE SITUATION. A NOP IS A MACHIAE CObE coNn- +4034 
NBHO THAT [ES RESOLUTELY NOTHING ENCEFT 
WASTE A BYTE. WERE IT NOT THERE IN THIS PRO- 
GRAM. WE SIMPLY COULD MOT FOKE IN GuR ASCII 
WALWE. WE MOULD INSTEAD END LP WITH SOME 
LARGE NEGATIVE WUNEERF TO POKE IN. AND THE 
FIRST AND SECOND CHRDIS’S MOULD REQUIFE DIFF- 
ERENT FUOGE FACTORS. 

LINE S0-ThE MACHINE COE PROGRAM IS Now 
CALLED, THE SLO COCROINATES ARE SET EQUAL TO 
THE NEW OWES, ThE OLD CHAR IS SET EQUAL TO 
THE HEM CWE. ARG THE PROGRAM LOOPS BACK To 
LInE 20. 
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ae 
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CSS Sg a2 


i ae en 


WOULD SUGGEST THAT YOu! DUNE THE FROGRAIM 
To TAPE BEFORE Sul RUN IT. BECAUSE ONE LITTLE 
MESTARE WITH MACHINE CODE CAN CAUSE BIG FRU- 
SLENS TO DUMP. USE THE FOLLOWING COMMANEH: 
TRRUIAT 2: PRINT Se Da2919, 07 
To LOAG IT BRCK FROM TARE, USE: 
SPWRUT GE THPUT Ke EGE OD 

RLIN: ThE PROGRAM AND FIDDLE WITH THE Joy 
STICK ARO EHOE. ILL AOMIT IT ISheT A GHRE OR 
LTS OF FUN, BUT IT DEMONSTRATES A FRIRLY 
SIMPLE MENWS CF SHOCTH ANIMATION. THIS WILL 
WORK OWETH HOMEMADE CHARACTERS AS WE DID WITH 
THE GRAPRIC CHRRACTER MAKER. AND THIS WILL 
BE COVERED Ii THE NEST TUTORIAL. 


GE MAJOR PRECAUTION MUST BE GESERVED WITH 
THIS ROUTINE. WHEN USING THE NE ASTRO BASIC, 
THE FROGRAM ACTIVELY USES THE (G4 BYTE LINE 
INPUT BUFFER. SINCE WE HAVE STORED OUR MBCH- 
iwE COE IM THE LAST 17 ENTES GF THE EUEFER. 
NO LINE [N U2 BASIC PROGRAM CAA BE MORE THAN 
SF BYTES LONGE EEE 






== a 
== Mail your order today!== 


Video ‘ 
EXPAINGIGIN 


1064 N. ALTA AVENUE DINUBA, CA 93618 
(209) 591-0555 


Please add Shipping and handling $1.00 each 
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A , 
HOME ARCADE ELECTRONICS 


ee Authorized Sales, Parts & Repair 
“"_“ astagcade — 3742 Maxson Road El Monte, CA 91732 





443-4189 
PRICE LIST (213) 

SUGGESTED OUR” 

PRICE 

- gen $24.95 $19.95 

2002 - Seawolf/Missile 24.95 19.95 
2003 - Panzer Attack/Red Baron 29.95 24.95 
2004 ~ Brickyard/Clowns 29.95 24.95 
2005 - Star Battle 24.995 17.95 
2009 - Astro Battle 29.95 24.95 
2010 ~ Dogpatch 29.95 24.95 
2011 = Galactic Invasion 29.95 24.95 
2012 - Space Fortress 29.95 24,95 
2014 = Grand Prix 1,2,3/Demolition Derby 29.95 24.95 
2015 - Pirate's Chase **NEW** 29,95 24.95 
2017 = The Incredible Wizard (Like Wizard of Wor) 34.95 , 8895 
2018 = Solar Conqueror (Like Asteroids) 34.95 *CALL 
2019 = Cosmic Raiders (Like Defenders) 3495 *CALL 
2020 - Komg-like Game (Name to be announced) 34.95 *CALL 


ER Ss 
ahi — estps rites trevhockey/Handball 29.95 24.95 


3002 - Football 


29.95 19.95 
3005 = Astrocade Pinball 29.95 24.95 
3006 - Bowling 29.95 *CALL 
3007 ~ Soccer 29.95 *CALL 
EB C N ER ES 
- Bingo Math/Speed Ma 19.95 9.95 
4002 - Letter Match/Spell 'N' Score/Crosswords 29.95 19.95 
4003 —- Music Maker 59.95 *CALL 
4004 - Biorhytha — ° 24.95 
4005 - Creative Crayon 59.95 *CALL 
4005P= Creative Crayon w/Light Pen 2he95 *CALL 
G E S 
1 - Amazin’ Maze/Tic Tac Toe 24.95 17.95 
5002 - pace lech poker, £047 Deucey 29.95 19.95 
5004 = Conan e Barbarian 34095 *CALL 
5005 - artitlery Duel **NEW**® 34095 27.95 
= y Basic scontinued model, 300 baud) 54.95 17.95 
6004 = Astrocade Basic (Includes audio interface, 2000 baud59.95 45.95 
1500 - Astrocade unit with Astro and Bally Basic Carts, 299.95 250.00 


SOeD = rise Ay OTE Ape oard(send SASE for info) 599.95 *CALL 


ms o Cassette Interface (Discontinued, 300 baud) 5995 
ACI-0200 Hand Controls (Set of 2) 54.95 4h 95 
HEI-1001 1/8"x 1/8" mini plug patch cord, 6 foot, Shielded 2.95 
HEI-1002 Astrocade TV/Game Switch box 2.95 
HEI-1003 Set of 3 Heat Sinks (Bondable to Custom Chips w/epoxy) 3.95 
HEI-1004 Hand Control Cable Replacement ' t 4, 

HEI-1005 6 foot extension for Hand Control(Plugs in, Also fits Atari ap 12.95 
HEI-1006 Tape Recorder Head Demagnatizer(Electronic Cassette Type) 29.95 
HEI-1007 Cassette Tape Eraser (Bulk Type) ¢ 21.95 


HEI-~1008 Portable Cassette Recorder, Sanyo 


| ™ with 120VAC plug, Tape count4.95 
HEI~1009 Blank Data Cassette Tape 7 1,00 


Rp Ad or Bally arcade (Includes Custom Heat Sinks) $29.95 plus $5.00ship. 
Hand Controls (No shipping charge when sent w/unit) $ 4.50 plus $2.25 for 


All repairs include 90 day warranty for work performed! one and $2.75 for two. 
Prices Quoted Do Not include parts, Please ship UPS or US Postal Service. Please 
imclude with your unit a Money Order or Cashiers Check, Please Do Not include 
your dust cover as it may become damaged, 

HOME ARCADE ELECTRONICS HAS ALL THE PRODUCTS AND NEW RELEASES, PARTS, AND A 

FULLY STOCKED REPAIR FACILITY. ALL AT ONE LOCATION! WE OFFER YOU FRIENDLY 
SERVICE, COMPETITIVE PRICES, AND FREE SHIPPING OF ALL VIDEOCADES AND SOFTWARE, 
MONEY ORDERS OR CASHIER CHECKS WILL RECIEVE FASTER SERVICE! CALIFORNIA 
RESIDENTS PLEASE ADD 63*SALES TAX, *For Availability . 


SPECIAL!! ASTROCADE UNIT WITH NO BASIC CARTRIDGE 
LIST $299.95 NOW $199.95 plus $5.00 shipping, 


1 6 . | (c) R.Fabris 1982 
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6 .PROG.M-I “FIND YOGI* 

f .S.KENDALL 

@ D=6; C=0; G=6;F=6; J=6 

@ BC=121;FC=127 

@ CLEAR ;L=4;NT=3 

46 PRINT "* FIND 

5@ PRINT "YOGI * 

68. Q=29; V=37 

8@ FOR X=-S8@TO 168+L-88 

82 MU=RND (86>) 

936 FOR Y=QTO 43 

106 IF PXCX,YIBOX (X%+81)*L-79, CY-VIxL,L,L,1 
11@ NEXT Ys;NEXT X a 
146 GOTO 14936 

15@ BC=127;FC=121 

152 CX=-4@; CY=30 


154 PRINT * FIND YOGI 
16@ CY=5 
i7@ PRINT * ? 


186 Cx=-46;CY=-48 

190 PRINT " ON A 14x18 GRID 
2686 FOR A=-28TO 2BSTEP 5 
216 BOX A,8,1,48,1 

2206 NEXT A 

236 FOR B=-26TO 26STEP 5S 
248 BOX 6,B,40,1,1 

256 NEXT B 

268 GOSUB 36086;CLEAR ;RETURN 
36@ BOX @,2,48,20,3 

310 BOX G,6,4,8,3 

320 BOX 8,-5,24,2,3 

330 BOX @,16,32,8,3 

346 BOX @,24,24,8,3 

356 BOX -8,16,4,4,3;BOX 8,16,4,4,3 
368 BOX @6,24,56,1,1 

37@ BOX -8,26,1,1,3 

388 BOX 8,16,1,1,3 

334 BOX @6,-12,16,8,3 

468 BOX G@,-28,64,24,3 

410 BOX -24,-28,1,24,3 

4260 BOX 24,-28,1,24,3 

476 BOX 14,-2,3,3,3 

486 BOX -14,-2,3,3,3 

588 GOSUB 3888 

51@ CLEAR ;RETURN 
1@3@ NT=0; CLEAR 
1235 GOSUB 158 
1844 CxX=-58; CY=28 
1@5@ PRINT "F TND YOGI 
1@7@ G=G+i 
1086 A=RND (93);B=RND (9) 



























ARCADION 





Y coordinates. 


en 





Nov 5, 1982 


18@9@ FOR K=1TO S&S 

1892 PRINT ;GOSUB 3820; CX=-68 

1166 PRINT "GUESS X & Y 

11@2 X=KP-48; Y=KP-48; CLEAR 

1116 PRINT "GUESS # °",#2,K," = ",#1,X,",",#2,Y 
1115S PRINT 

1126 IF Y=A IF X=B GOTO 1218 

1138 GOSUB 1286;NEXT K 

1158 BC=69;FC=24; CY=68 

1152 NT=18;PRINT °5@ 50 28@010008";NT=0 
1168 PRINT "SORRY! THAT’S S GUESSES!" 
1162 PRINT 

1176 PRINT “YOGI WAS @",#2,A,",",#3,B 
1175 PRINT ;GOSUB 3828 

118@ PRINT ;PRINT “PLAY AGAIN? YC1) NC4)" 
1196 Z2=KP-48; CLEAR 

1206 IF Z2=1 GOTO 19836 

1205 IF Z=4 GOTO 1448 

121@ CLEAR ;NT=12; BC=127;FC=121 

1218 FOR A=1TO 2 

1226 PRINT °38500348580088 

1222 NEXT A;NT=@; CLEAR 

1224 CX=-48;CY=-48 

123@ PRINT “YOU FOUND YOGI 

1232 GOSUB 3@8;PRINT ;CxX=-68 

1234 PRINT “IN “",#2,K,#2," TRIES 

1248 PRINT ;PRINT “WHO WON? PLAYER 1 OR 2 
1258 P=KP-48 

1254 IF P>2PRINT "REENTER";GOTO 1246 
1268 IF P=1 GOTO 1386 

1276 IF P=2GOTO 1418 

1286 IF X=B PRINT “X OK"; GOTO 132 
1236 IF X<B GOTO 1318 

13@@ PRINT “GO SOUTH -xX"; GOTO 132@ 


-13186 PRINT "GO NORTH +x" 


1326 IF Y=A PRINT "Y OK"; GOTO 137@ 
133@ IF Y<A GOTO 1368 

1346 PRINT "GO WEST -Y° 

1356 GOTO 1379 

1368 PRINT "GO EAST +Y” 

137@ RETURN 

1386 D=D+1 

1398 PRINT °# OF TRIES";E=KP-48 

1406 F=F+E;GOTO 1186 

1416 C=C+1 

1426 PRINT °# OF TRIES" ;H=KP-48 

1436 J=J+H;GOTO 118@ 

1448 PRINT “PLAYER #1 WON",#2,D,#2," GAMES 
1456 PRINT "WITH ",#2,.F,#2," TRIES 
146@ PRINT “PLAYER #2 WON ",#2,C.#2," GAMES 
147@ PRINT “WITH ",#2,J3,#2," TRIES 
1488 PRINT ° TOTAL GAMES =", #2,G 
1485S PRINT ; PRINT 

1438 CX=-68 

15866 PRINT "END OF YOGI 

1518 STOP 

3006 FOR 2Z2=1TO 1280;NEXT Z;RETURN 
3826 BC=RND (17 )x8+116;FC=BC+4;RETURN 
3030 .:RETURN ;RUN GO 


The computer puts up a 10 x 10 grid and hides "YOGI" 
You input your guess as to his location 


The computer will respond 
The computer will keep 


track of the number of times it takes you to guess 


—f- Baas 
Cs ee 
Pe Ee ee Tt fo 
RSMAS 
AGeaeaaaee somewhere. 
Sea ewes using X and 
BERR ERERES with a direction to try. 
SaeGeme sae 
: 
Perri YOGI's location. 
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PRESENTS 


THE 64K KAM BOARD 
FOR THE ASTROCADE 


FEATURING: 
ROM, RAM, EPROM, or EEPROM in any combination 
Full board documentation including schematics 
Gold plated 50-pin Expand connector 


With this board it is possible to bypass and substitute for the Cassette socket, on-board 
ROM and/or screen RAM as well as add memory anywhere the Z-80 can address. 


There is no wire-wrapping invoived in the use or expansion of this board. All the 
necessary TTL logic is provided on-board. Almost any 2Kx8 memory device can be used in 
any socket at any time. 


Now the bad news: this board isn’t free. In fact, it will cost $219.95, but order now and get 
FREE our introductory package of 2 2Kx8 Static RAMs (4096 bytes). Additional RAMs 


may be ordered from us ($15 ea. /8 for $100) or from anywhere else. A complete list of 
acceptable chips is provided with the manual. 


A 5-volt power supply (1 A or better) is needed to operate this board. A schematic is 
supplied for this, along with instructions for using the battery back-up input. 


To order send Check or Money Order to 
) R & L Enterprises 
2901 Willens Dr. Suite 6 
Northlake, Il. 60164 
(Illinois residents please add sales tax) 


Dealer inquiries invited / Group purchase rates available. 


We recommend Blue Ram BASIC 1.1 for the easiest use of this board. Simple access 
routines are provided for use with BB/AB. 
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THE GAME PLAYER 


by Michael Prosise 


OMEGA VALLEY and ASTRO TERROR/ THE TINY 
ARCADE/ Tape #T-101 


Rich in color and good in gtaphics, OMEGA 
VALLEY provides the player with not only a fine 
space game, but a unique one too; for in this 
one-player science fiction space battle one 
must defend three "valleys" at one time, with 
the catch being that you may only cue-up one 
valley at a time on your television screen. 

Each valley is identical in design, with 
four laser cannons, two on each side, that fire 
across the valley in an attempt to destroy the 
eighteen invader ships (six per valley) before 
they land. 

The three valleys are named "Alpha', a green 
valley, "Delta", a red valley, and "Omega", a 
blue valley. To select a view of a particular 
valley, you simply press the corresponding 
color shift key (on the keypad). In addition, 
the four laser cannons are also controlled by the 
keypad. The hand controls are not used. 

Points are scored by destroying the alien 
ships before they land, with bonus points avail- 
able u.der certain conditions. But beware! If 
three ships manage to land, they win (and they 
will tell you so, too!).: After the first wave 
of intruders are eliminated, another eighteen 
appear, spread further apart and descending at 
a faster rate. The pace steadily picks up as the 
game progresses, and you find yourself frantically 
switching back and forth from one valley to the 
next and back again, trying desperately to fire 
on the alien space ships before they land three 
of their units and declare victory over you. 
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On side two of this cassette you find 
ASTRO TERROR, a very fast-paced, intense, non- 
stop action game, in which you sit at the controls 
of a space station, monitoring on your viewer 
screen the vast portals of space. Your mission 
is to destroy the alien force ("the in-organic 
Vultor") when it appears on the screen, by 
punching in the alien's position coordinates on 
the computer keypad. The coordinates are where 
your deflector beam will hit when you fire. 

As outlined in the instructions, the Arcade 
keypad serves as the command console of the space 
station. To hit the enemy objects, you must 
enter the coordinates of the target on the. key- 
pad, then fire your deflector beam. This may 
sound simple, but it is not, for the target, 
which is actually a bomb coming right for you, 
is constantly moving, making it quite a challange 
to predict the proper coordinates. The game's 
programer only gives you three space stations, 
sO, unless you are extremely fast, the game ends 
quite quickly. 

This is perhaps the only "flaw" in ASTRO 
TERROR, that the action is so fast one does not 
have a chance to get used to the game and develop 
a skill for predicting and punching-in coordinates. 
Thus, I predict that a lot of folks will fina 
the game a bit frustrating. 

Fortunately, however, you are given "shields" 
to protect yourself with. The shields will 
vaporize incoming bombs. You start the game 
with 100 shield units. Each hit you absorb 
will weaken them by 10 units. Once the shields 
are gone, it's goodbye space station. 

In additon to having bombs hurled at you, 
there is also on your screen an enemy space 
station, constantly on the move, which, unless 
you destoy it, will fire an annihilation ray at 
you, for alee ls you have no defense. 

As a whole, ASTRO TERROR and OMEGA VALLEY 
combine to make a pretty good game cassette. 
ASTRO TERROR has some fantastic sound effects, 
and as mentioned previously, OMEGA VALLEY is quite 
colorful. In addition, both provide excitement, 
and also help the Arcade owner become a little 
more familiar with the keypad. B 
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‘GAMMA WARS 
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The General Video 


ASSEMBLER 





™« Standard Z&0 mneumonics CHICKEN! 


™« Complete editing like Basic 
"The CHICKEN! tape for Astrocade Basic is absolutely fantastic!® 





| - U nl Im ted ob je ct program Those are the actual words of an enthusiastic ARCADIAN subscriber who called us 
7 7 the other day. Honest! We don’t like to blow our own horn, but where else can 
| size via source segment 1 Ng you get a gage on tape that uses all four colors and smooth, non-blinking 
mw Re qu ires AB with tap i ng & aniaation? You know the answer. 
| F: The Bit Fiddlers. We do gages the way they should be done. 
; 4K of add-on memory switch- 
° Our Catalog i ing: 
able between 2K & LK {like Cae gs 
4 CHICKEN ss aisie steeds sevens $12.95 
Blue RAM or Viper} ; CHICKEN! Listing . be 
x $35 {payable to David Ibach} Goldfish Deno, 0 The 
Goldfish Listing : Oar Bit Fiddlers 
Machine Language Manager....$54.95 eid Computer Products EM 
. = For Work and Play 
General Video Listings are in Machine Language only = | eaareee: ais 
19553 Dartmouth Pl. CA Residents, please add 6% sales tax °0-80x l023-San Diego-California-92iI 
Northville; Mi. 4816? 


ie ay _ for ASTROCADE 


GAMEPACK Gl 


Caterpillar 


A garden fantasy featuring a hungry snake, a wily 
caterpillar and a creepy spider in a bed of mushrooms. 


Three levels of difficulty challenge novice and video a : 
arcade hot shoes alike. Tic Tac Tollah 


The Ayatollah adds a newdimensionto tic-tac-toe: 
cheating! Can you exercise diplomatic restraint as he 
changes his mind, changes his moves and changes the 
rules? Animated color graphics. 





The Paper Chase 


| oe 
Micro Pac SAP 


Galactic Hitchhiker You guessed it ... the little yellow guy with the big 


mouth gobbles jelly beans as the ghosts chase him 


F around the maze. Frankly, we don't think this game 
A space flight fantasy dodging errant asteroids and will ever: become very pooular. 


deadly rays. Three dimensional graphics. 


FOR ASTROBASIC ONLY}. tere-teces Ress Dee 
2206 West 21st Street 


“ALL FIVE GAMES: $ 1800 SHIPMENT. Minneapolis, Minnesota 55405 
9 0 (¢) R.Fabris 1982 


TV games should reflect TV reality. Can Mr. Whipple 
snatch away the rolls of toilet paper before the 
treacherous woman shopper squeezes him out of business? 
It makes a better aame than it does a commercial. 
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WELCOME TO THE ARCADIAN! With this first issue 
of Volume 5, we are instituting ao Newsletter of 
larger capacity than previousiy. Always 
dynamic, we are trying to reflect the needs and 
desires of our 
continuing series of tutorials - somewhat more 
formal than previous efforts primarily because 
Don Gladden will be expending his energies in 
bringing subjects and authors together with a 
long-term schedule so as to have organization. 
If you are interested in being an author of such 
material - and we are paying authors of tutorial 
material - ‘contact Don at 59484 Nine Mile Rd., 
South Lyon, MI 48178. In addition, he wants to 
receive your suggestions for sub jects - areas 
that need clarification in your mind. If it is 
more convenient, you can contact me as well. We 


plan to have a three-tier system, for Beginner, 
Intermediate, and Advanced progroamer . In 
addition to this regularly-scheduled set of 
tutorials, we will also include, as opportunity 
will have it, other material of tutorial or 
technical nature, be it software (programming 
techniques), or hardware (modifications or 


additions). ee . 
A LITTLE HISTORY For those of you just 
starting with us, we need to tell you a little 
about the situation. The fircade machine was 
developed for Bally Manufacturing, the pin ball, 
arcada game, and slot machine firm, and marketed 
in late 1977. The first . Basic cartridge 
appeared in mid-1978, and the ARCADIAN wos 
started in Nov 1978. A number of management 
shifts took place, and still are. About a year 
ago, a new Basic cartridge was introduced, which 
wos caused us a minor problem (Cand will be 
discussed later ) 
REVIEWS ARE COMING on the following 
products: 

1. ASSEMBLER by General Video - a 
mubtiprogram system on tape, with a new keypad 
overlay, to assist’ in creating object code 
programs (requires extended memory) 

2. MEMORY ADDITION by R &L 
Enterprises. This board-allows the addition of 
up to 64K of memory in 2K increments as 
necessity amd finances allow. Includes the 
S@-pin bus as an output allowing connection of 
new or existing devices. 
Samples of these items were received a few 
days ago, and are now in the hands of our 
capoble reviewers. 


ASTRO BASIC, Bally Basic 7? Newcomers will find 
reference to these two terms frequentiy. We have 
dubbec the original Basic Videocade as the 
“Bally Basic" or BB, and the current Videocade 
as “Astro Basic” or AB. This new version has a 
couple of features that make it more convenient 
to program, but in converting the cartridge, 
something had to be left out. As a result, 
there ere some programs, written on one 
‘dialect’, that will not operate properly Cor at 
all) in the other. We now identify each program 
printed in the ARCADIAN with an BB or AB Cor 
both) to indicate which cartridge is needed. Of 
course, each program printed in the first three 
years is automatically BB, but we have found 
that only a few will not operate in AB as well - 
tho maybe the music might sound funny. 


ARCADION 


subscribers, so we will have a- 
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TAPE RECORDER UPDATE The Michael Prosise 
article on tape recording problems on page 116 
of the last Volume provided a couple of 
recommended units. We have since received a few 
more names and these are indicated here. 
Panasonic RQ-2734 (Slimline) “ Radio Shack 
CTR-41 7 GE#3-5i152B ” GEt3-S1@5F 7 GE#3-S@G01B 7 
Sears #564.2157885@ 7“ Croig #2186. 


WORDHUNT OMISSION “I inadvertently left out the 
values of the variables in last month’ s ‘program: 
H=580;2=-24574; D=1000; F =280@; G=3606; 0=3048 
Here are some instructions to allow you to save 
the program on tape, first in Bally Basic (BB) 
Load the program as listed. 
Type in the following unnumbered statement 
NT=@; :PRINT;LIST;PRINT*BC=17; 
FC=181;H=S@G; Z=-24574; D=100G; 
F=28090; G=3000; 0=304@; : RETURN; RUN” 
Start tape in RECORD mode. 
Press GO 
Load the computer from the tape in the regular 
way and it will self-start. 

And now in Astro Basic (AB) 
Add tha following numbered statement 
program 2 &(9)=191 
Type in the following unnumbered statement 
BC=17;FC=101; H=S@@; Z=-24574; 
D=1000; F=2060; G=308G0; 0=3648 
Press GO 
Type :=PRINT 
Start tape in Record mode. 
Press GO 
Load the computer from the 
: INPUT; RUN GO for autostart. 


to the 


tape with 


3x5 CHARACTER SET is a tutorial designed to 
allow more text on the screen, developed by 
Craig Anderson of Hoover-Anderson. We have a 

review of this tutorial by Al Rathmell: 
“This system for character generation is 


we | | documented, easy to implement, and it 
works. The software has some value in 
illustrating Basic graphics programming 
techniques, but because the characters are 
formed using the BOX command to display each 
pixel of the 3x5 dot matrix that describes the 
:character, it operates rather slowly. The 


written in the Basic language and 
with either Bally or Astro Basic. A 
of 64 words is used to define the 64 
characters in the 3x5 set. The data can be 
stored in the @ array of Bally Basic, the * 
erray of Astro Basic, or in any add-on memory. 
To be of any practical use, (that is, to write a 
full screen of small characters - as opposed to 
notes here and there on a game field) the 
character generator should be written in machine 
language as suggested in the documentation. ° 


ax§ 
CHARACTER 


=. iS T Listing and tutorial only ........+:. $5 
7 Th eruare 
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Hoover-Anoerson Research and Desicn 
2206 WEST 2!s: STREET 
MINMEAPOLIS MIMMESOTA 55405 
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ADS 
SWBX-2 Allows continuous connection of the Astrocads ta your tape racerder. Né , 
meds., No interference!. Change from iPRINT to : INPUT with flip of toggla 
switch Includes speaker and voiume control to monitor signal sr ltocate 
program. 938 day warranty. $17. ppd -R. Pease 348 E. 4 Ave., Stanley Wi 
54768 | z 
FOR SALE One used Arcade w/2 carntrollers. Unit needs repair, power 


supplucircuit out. As is, postage paid -$5@. Stan Ramstead, 1464 N. Alte, 
BDinuba, CA 93618 269-591-6555 

High Guality Tape C-10/%$.6@ C-2@/ $.95 C- 30-41. 95 .C-607$1.25 plus $.3@ seach 
postage. Catalog includes two free games..%.54 Steve Birney/’Esquire 
Computing 4578 Adams Dr., Concord, Ca 94521 

FOR SALE In new condition with On/Off lLight-Arcade, Basic, 2 controllers, Blue 
Ram, SBattle “Foctball/” 28802 “BIack/’ Poker’ SHolf/“ TBaseball/’ Tennis’ Hockey” 
Handball, plus 6 tapes of software. $425. W York. POBox 47886 El Paso TX 79914 














FOR SALE Bally Cassette Interface, original carton, $42 or best offer G. 
Riegel RD#3 Box 222 Owego, NY 13827 

TRADE. Ster Battle for any of- Pinball, Football, Space Fortress, or 
Baseball “Tennis/Hockey“Handball. M. Perrus 5456 Harpers Farm Rd. Columbia, 
MD 21644 

FOR SALE Arcade with new Basic and 2 controllers. Less than 1 year old, A~1i 


shape. Will include copies of ARCADIAN and Bally literature. $199. D. Witezak 
326 Joe McCarthy Buffalo, NY 14158 716-691-7671 

FOR SALE Arcade w/“4 controllers, BBasic, CIinterfece, BailuCheck cart. qt} 
EMath, 2669 ABattie, 3861 TBaseball, 2662 Seawoif First money eacdar of cart 


check for $486 takes it nee tm K J McKeown- McNamara..g 918 Baw- Ridge aa ot) Za 
‘Bréoklyn, NY 11228 . , cect" ee es 
FOR SALE 1982. Arcade - 3 months. left on vagkanty en mennnosice™ Pe eocTan. . =a 
‘ABattle/ Space Fortress’ BPin/ S Battle plus Vol 4 ok ERCADIAN.. $295 R28 hy oe 
Sedlak 15 Howell Ave., Piscataway, NJ. ° 2@1-326-2223¢ day emer a ta SY 


ees yereets its een: " a eceeneei 
tas: Nn mregeestt ete, 
spent eS ee 
ill remo pageeeaee a TE ee Race 
r . a nt! HARI F986 so 
Ne rere ae cre ects tebiPe aa "eakaaceersiegmh 
emer es Oey swam 


SES AODIIME 7 poe 
WSoranaEyE, 





esti SEES, ar . 
" RET 1 ON" 







ae 38S 
y .} <GE 


The ARCADIAN 


robert Fabris, paper cutter 
3626 Morrie Drive 
San Jose, CA 95127-9990 


CA 


Robert Millikan 





The SOURCE TCD 959 








